Over the last three years the Digital Arts community of CHI has established itself and is a Spotlight for CHI2014. The focus for CHI2014 is the development of a Catalog for the Digital Arts that we hope will lead on to an Art Gallery as a future CHI conference event. This SIG will be preceded by a workshop "Curating the Digital" that will have as its outcome a researchinformed design of the Catalog. The purpose of the SIG will be to open the Catalog design to wider audience participation and discussion, and invite the CHI community to support the development of the Catalog.
and Gallery will focus on interactivity in Art, in contrast with the focus on graphical rendering that has been the mainstay of artwork at SIGGRAPH.
The Art Catalog, which has already been proposed to the CHI Executive Council, can likely be created without the need for large-scale changes to conference organization. The goals of the SIG are to invite discussion on the prototyping and development of the Art Catalog and address any concerns associated with producing the Catalog.
The creation of an Art Gallery venue is logistically more complicated and will require significantly more planning, operational research and support from the CHI Digital Arts Community. While this may be discussed as part of the SIG, it will not be the main focus.
The focus on interactivity in the Digital Arts presents several challenges, which are familiar to any CHI researcher or practitioner. We must address the needs and nature of our audience and their user experience. Hence we propose a participatory approach to the design of the Catalog via the CHI mechanisms of a workshop, SIG meeting and publications. In the preceding workshop we will take a research-informed approach by attracting relevant participants (e.g. invited speakers such as Beryl Graham [2] and Deborah Turnbull [4] ) to lend their expertise to the design of the Catalog and discussions of a potential gallery, and hence provide an agenda for the SIG.
The Art Curators' traditional role has been in the selection, assembly, preparation, display, explanation and archiving of art works. Invited speakers from the workshop, including Beryl Graham and Deborah Turnbull will be invited to the SIG to give their perspective and knowledge. The introduction of digital art presents several challenges. There are practical challenges in the presentation of technically complex (or temperamental) artworks. There are similar technical challenges to archive digital works. More importantly, there are production challenges because an interactive work only exists when being interacted with.
Prototyping and evaluation become important elements in the process. There are additional intellectual challenges given the conceptual nature of modern digital art works. Many of us who have exhibited and performed at similar HCI-focused events can attest to the amount of work and thought that goes into curating dozens of installations and performances -and how it takes someone who is well-versed in this area to strike a balance between academia, industry and art. Due to these considerations, we expect that the planning of a potential Art Gallery venue will take some years of work by community members supported by conference activities, such as the workshop and this SIG.
There are several research strands that can be brought into the conversation on design of both the Catalog and the Gallery: The outcomes of discussions around these themes will form the design framework for the Catalog and a potential future Gallery.
Preceding Workshop
We are relying on the workshop to deliver an agenda for the SIG. In day 1 of the workshop, the topic will be research themes in curating digital art, and in day 2 there will be a design Charrette -where a Charrette is Our charrette sessions will cover two problems designed to inform the SIG, namely
Problem Set #1: The Interactive Art Catalog
In this design charrette, the problem to be solved is how to design and produce an Art Catalog that most effectively presents the interactive art that is produced in the CHI community, whether the art is produced for the sake of producing art, or the art is produced as a by-product of a more traditional HCI research practice. Constraints include: keeping costs reasonable; producing some type of physical artifact, with an accompanying virtual artifact; making the artifact compelling enough that CHI attendees would be proud to present the artifact on their coffee tables; ensuring the presentation of the artifacts is provocative, inspirational and educational.
Problem Set#2: The Feasible Art Gallery
In this design charrette, the problem to be solved is how to create an Art Gallery venue at CHI that allows artists to present their interactive works in a way that does the art work justice, allows participants to fully engage, but does not turn into a logistical nightmare for the venue organizers. Constraints: costs for display and transportation of the work/equipment (which are traditionally handled by galleries, but which CHI is unlikely to cover), environment (sound/lighting/space constraints), curation (how to select the works), security and timing issues for works with a performative aspect.
SIG Aims, Organization and Outcomes
The SIG will aim to identify a wider range of design issues for the Art Catalog from the assembled audience and develop a community of interest in this specific important issue. We will begin with a brief report from the SIG organizers who will take the main design themes from the workshop as their starting point. We will then invite audience members to present their views, facilitating the discussion by keeping it within bounds of the overall aim of the production of the Catalog. We will also invite SIG attendees to continue the discussion via our Wordpress blog [6] as well as announcing our future activities such as the planned Springer Cultural Computing edited book on Curating the Digital, and forthcoming articles in ACM Interactions magazine.
